Team 17 - the untold(ish) 

story 

Written by dreamkatcha. Any related videos, as always, can 
be found on my YouTube channel. 

None of this would have been possible without the fantastic 
resources generously provided by immensely talented 
emulator authors, and communities such as Hall of Light, 
Lemon Amiga, Lemon 64, World of Spectrum, Moby Games, 
World of Longplays and Recorded Amiga Games. Thank you 
for your tireless dedication to preserving the history of 

gaming. 


You may recall that a few weeks back, the popular press 
reported that Team 17 founder, Debbie Bestwick, had been 
acknowledged as a 'Member of the Most Excellent Order of 
the British Empire, a grade within the British order of 
chivalry' (thanks Wikipedia). 

This out-of-the-blue news left a swathe of gamers - who would 
otherwise consider themselves to be Team 17 and Worms 
followers - asking themselves the question, Debbie whol 
We're all familiar with the voice, face and uncontested Daddy 
of Team 17, Martyn Brown, yet far fewer people - including 
moora of the rllmuk forums - had ever heard of Debbie. No 
doubt you're wondering, so rllmuk = Rob Loves Lisa Mansell 
UK. It's the ark that saved all the drowning Edge forum 
patrons when the floods swept into town. 




The instantly recognisable, original logo from the developer's 

Amiga days. 

A few exchanges back and forth between forum members 
later, and who should emerge out of the woodwork to 
elucidate the situation? None other than games industry 
celeb, Martyn himself. In the thread he lays bare in 
considerable depth the inside story of the company he 
founded 30 years ago (along with Debbie Bestwick 
apparently). 

17Bit ("That bit better than the rest") was founded in 
1986, based on an idea I had, initially a retail sales 
opportunity selling Amiga and ST games titles, with a 
monthly editorial "Update". This was based in County 
Arcade, Leeds (long before The Victoria Quarter) and also 
when Microbyte had just 3 shops in Wakefield, Leeds and 






a new one in Manchester. I was shop manager at the 
Leeds store at the time, but a big Amiga enthusiast, 
hence the direction 17Bit took. 

17Bit, like Teaml7, which followed a few years later, was 
founded by myself (Martyn Brown) and Mick Robinson 
(Owner of the Microbyte retail chain). I ran the "17Bit 
club", wrote and compiled the updates, started the PD 
collection and also went on to make a lot of contacts 
through the demos, music, art scene that featured in the 
collection. Among these were Allister Brimble, Andreas 
Tadic and Rico Holmes, who would go on to form the key 
development team who enjoyed a lot of success in later 
years through early Teaml7 releases we worked on as a 
team. 

Teaml7 itself was formed as a label (developer and 
publisher) in December 1990 by Michael Robinson and 
myself after a couple of pints in Wakefield. We met after 
I'd left 17Bit for a bit of a hiatus and I agreed to return 
and work with the team I'd pulled together through 
17Bit, which is where Teaml7 came from as a name, 
adapting their "Team7n" name which they'd been using 
whilst developing "Miami Chase" title which Codemasters 
published earlier to largely little fanfare. 

From 1990 to the early 2000's I was Creative Director and 
more or less the (ugly) face of Teaml7. This included lots 
of production, design and direction working with some 
great people and talent. Full Contact, Alien Breed, Project 
X, Superfrog, Assassin, Overdrive, Body Blows, Alien 
Breed Special Edition, Alien Breed 2, a budget series. 
Worms, Worms 2, Worms Armageddon, Stunt GP and 
many more besides. 

Sometime later, during 1992 I can't remember exactly (it 


was post Full Contact, Alien Breed, Project X, Assassin 
and such) Microbyte hit financial problems from a 
console games slump combined with over-expansion and 
was sadly eventually wound down, which led to Mick 
focusing full time on Teaml7. During all of that 
reorganization, Debbie came on board full time to handle 
sales and marketing (not that we did much marketing to 
be fair) from the ashes of the Microbyte central 
management team who were also based in Wakefield. In 
1994 she was officially made Sales Director by Mick 
Robinson, who was Managing Director. 

In 1994 at the European Computer Games Show, I was 
demo'd "Total Wormage" by Andy Davidson, a very indie 
game which was written in Blitz Basic and failed to win 
various competitions (including one by Amiga Power) or 
indeed achieve any publishing deal. I loved it, saw 
potential, requested we just call it "Worms" and the rest 
is history, massively assisted by a later deal with Ocean 
Software who were to publish the console versions after 
we agreed to a long term multi title deal, although it later 
transpires they only really wanted Worms. 

Life after and indeed during Worms was very tough in 
terms of the pressure to make good on a break out 
title/franchise as it had become. It was also the end of 
the Amiga market and the race to 3D technology on the 
PC had begun. This was also during the console tech 
race, which in hindsight we were not adequately 
prepared for in terms of skills, staff or experience. During 
this time many studios failed to make the market 
transitions and were either sold or closed. - we sailed 
close to the wind many times, often one deal, one game, 
one week away from suffering a similar fate. 

During my time as Studio Director (2002 or so onwards) I 


predominantly looked after business development for the 
studio including significant work on digital (XBLA and 
PSN) and getting Teaml7 working to it's own agenda 
after several difficult years working with 3rd party 
publishers - as well as trying to get new titles developed 
in a very hostile, risk averse environment. 

From 2007 onwards, Teaml7 had turned the corner in 
terms of publishing and were taking full advantage of 
new digital opportunities akin to the early days of it's 
Amiga publishing where we developed and published our 
own and 3rd party products. From 2009, Teaml7 also 
begun developing and publishing it's own mobile titles 
where previously it had worked with TFIQ Mobile and EA 
Mobile - this shift was also significant in terms of helping 
Teaml7 be in a better place to take advantage to a shift 
to digital/mobile and control its own destiny once more. 

In 2010 after a mixture of personal stuff (I was heading 
towards a difficult divorce) and I guess general lack of 
direction/cohesion on the management board, I decided 
to retire myself shortly after Mick Robinson sold the 
company in a management buy out which had loomed 
for some years and had contributed to a my general 
malaise in some respects. 

PostTeaml7, I set up a consultancy given my productive 
and enjoyable lOyears in business development circles 
and I worked with a range of companies such as 
Doublell, Exient, Channel 4 and co-founded the 
Activision mobile studio in Leeds along with Gordon Flail. 

That (The Blast Furnace) was an unfortunate exercise 
given a brilliant talent pool at the studio but an 
unfortunate management "vision" over in the US meant 
that it eventually closed as Activision at the time. 


struggled to come to terms with the mobile market - 
despite the reworked Pitfall and Call of Duty Strike team 
hitting No.l in the UK and USA (and other territories). 
That was basically a lack of belief in the Free to Play 
market and internal struggles at Activision HQ given 
historical business in paid retail - although similar issues 
beset many traditional publishers to be fair. 

Lately I've been recruiting trusted people steadily for the 
last 2-3 years after I began working with Simon Read at 
New Star Games, including Paul Kilburn and John Dennis 
- both formerly of Teaml7. We should be around 25-30 
people or so by the end of 2016, but in modern times its 
more about the game than the names behind it, so there 
is no plans to shout too loud about our endeavours. 

We're now working on a bunch of mobile titles, most of 
which are Free to play. New Star Soccer has been 
downloaded over 20m times, won a Bafta and led to 
numerous titles. Mobile works very different to the high- 
ego traditional PC/Console industry and as a result we 
don't really talk to the press very often and instead just 
get on with it. 

I do the occasional interview about "The good old days" 
and did a lengthy interview for Bedroom to Billions: The 
Amiga Years. I have very fond memories of those times 
and those people, just a shame that some of the recent 
remakes of the classic games appear to have dropped my 
own name from the games credits - despite my lengthy 
work on them, which I know greatly disappointed the 
others in the team. 

I'm very lucky to still count all those early connections 
still good friends - and work with an awesome team in 
our studio, working on our own stuff and also AAA IP with 


major publishers on collaboration basis. 
Best regards, 

Martyn Brown 
Insight Studios Ltd 


■ Services to the computer games industry recognised? 
Check! 

■ History books corrected? Check! 

Market Street, a tucked away side road located in Wakefield 
is where it all began, in a pokey office poised above a stinky 
amusement arcade. Back then, the Team (all 17 of them) 
were known as 17-Bit Software and kept the wolf from the 
door cataloguing and distributing PD goodies. 

The offices are now home to Protex Security UK Limited, Cap 
Care, and Wakefield Council (who are 'working for you' by all 
accounts). 


